SKELETON TOMB CREATURES 


DEATHWEAVER 


Large monstrosity, neutral evil 


Armor Class 16 (natural armor) 
Hit Points 93 (11d10 + 33) 
Speed 40 ft., climb 40 ft. 


STR DEX CON _ INT WIS CHA 
16 (+3) 14(42) 17 (43) 7 (-2) 12 (41) 15 (42) 


Skills Perception +4, Stealth +5 

Damage Resistances necrotic 

Senses blindsight 20 ft., darkvision 60 ft., passive 
Perception 14 

Languages Deep Speech 

Challenge 5 (1,300 XP) 


Innate Spelicasting. The deathweaver's innate 
spellcasting ability is Charima (spell save DC 13, +5 to 
hit with spell attacks). It can innately cast the following 
spells, requiring no material components: 


At will: chill touch 
3/day each: darkness, ray of enfeeblement 
1/day: vampiric touch 


Spider Climb. The deathweaver can climb difficult 
surfaces, including upside down on ceilings, without 
needing to make an ability check. 


Web Sense. While in contact with a web, the 
deathweaver knows the exact location of any other 
creature in contact with the same web. 


Web Walker. The deathweaver ignores movement 
restrictions caused by webbing. 


Actions 
Multiattack. The deathweaver makes two bite attacks. 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
creature. Hit: 10 (2d6 + 3) piercing damage. The target 
must make a DC 14 Constitution saving throw, taking 9 
(2d8) necrotic damage on a failed save, or half as much 
damage on a successful one. If the necrotic damage 
reduces the target to O hp, the target is stable but 
poisoned for 1 hour, even after regaining hp, and is 
paralyzed while poisoned this way. 


Web (Recharge 5-6). Ranged Weapon Attack: +5 to hit, 
range 40/80 ft., one creature. Hit: The target is 
restrained by webbing. As long as the creature remains 
restrained by the webbing, it takes 3 (1d6) necrotic 
damage at the end of each of its turns. As an action, the 
restrained target can make a DC 14 Strength check, 
bursting the webbing on a success. The webbing can 
also be attacked and destroyed; AC 10; hp 5; 
vulnerability to fire damage; immunity to bludgeoning, 
necrotic, poison, and psychic damage. A humanoid 
slain by this attack rises 24 hours later as a zombie 
under the deathweaver's control, unless the humanoid 
is restored to life or its body is damaged. The 
deathweaver can have no more than twelve zombies 
under its control at one time. 


GREATER WRAITH 


Medium undead, neutral evil 


Armor Class 15 
Hit Points 114 (12d8 + 60) 
Speed 0 ft., fly 60 ft. (hover) 


STR DEX CON INT WIS CHA 
6 (-2) 20 (+5) 20 (+5) 13 (+1) 16 (+3) 18 (+4) 
| sss 
Saving Throws Int +4, Wis +6, Cha +7 
Damage Resistances acid, cold, fire, lightning, 
thunder; bludgeoning, piercing and slashing from 
nonmagical attacks that aren't silvered 
Damage Immunities necrotic, poison 
Condition Immunities charmed, exhaustion, 
grappled, paralyzed, petrified, poisoned, prone, 
restrained 
Senses darkvision 60 ft., passive Perception 12 
Languages The languages it knew in life 
Challenge 8 (3,900 XP) 
| ssa... == 
Incorporeal Movement. The wraith can move through 
other creatures and objects as if they were difficult 
terrain. It takes 5 (1d 10) force damage if it ends its 
turn inside an object. 


Sunlight Sensitivity. While in sunlight, the wraith has 
disadvantage on attack rolls, as well as on Wisdom 
(Perception) checks that rely on sight. 


Tum Resistance. The wraith has advantage on saving 
throws against being turned. 


Actions 


Multiattack The wraith makes two life drain attacks 


or two chill touch attacks. 


Life Drain. Melee Weapon Attack: +8 to hit, reach 5 
ft., one creature. Hit: 23 (4d8 + 5) necrotic damage. 
The target must succeed on a DC 16 Constitution 
saving throw or its hit point maximum is reduced by 
an amount equal to the damage taken. This 
reduction lasts until the target finishes a long rest. 
The target dies if this effect reduces its hit point 
maximum to 0. 


Chill Touch. Ranged Spell Attack: +7 to hit, range 
120 ft., one creature. Hit: 13 (3d8) necrotic 
damage. The target cannot regain hit points until the 
start of its next turn. If the wraith hits an undead 
target, the target also has disadvantage on attack 
rolls against you until the end of wraith's next turn. 


Create Specter. The wraith targets a humanoid within 
10 feet of it that has been dead for no longer than 1 
minute and died violently. The target's spirit rises as 
a specter in the space of its corpse or in the nearest 
unoccupied space. The specter is under the wraith's 
control. The wraith can have no more than seven 
specters under its control at one time. 


SKELETAL NECROMANCER 


Medium undead, lawful evil 


Armor Class 12 (15 with mage armor) 
Hit Points 91 (14d8 + 28) 
Speed 30 ft. 


STR DEX CON INT WIS’ CHA 
10 (+0) 14 (42) 15 (42) 10 (+0) 10 (+0) 18 (+4) 
—————————————S 
Saving Throws Wis +3, Cha +7 
Skills Arcana +3 
Damage Vulnerabilities bludgeoning 
Damage Immunities poison 
Condition Immunities exhaustion, poisoned 
Senses darkvision 60 ft., passive Perception 9 
Languages the languages it knew in life 
Challenge 6 (2,300 XP) 
= _———————__________ 


Actions 


Quarterstaff Melee Weapon Attack: +3 to hit, reach 
5 ft., one target. Hit: 3 (1d6) bludgeoning damage, 

or 4 (1d8) bludgeoning damage if wielded with two 
hands. 


Chill Touch. Ranged Spell Attack: +7 to hit, range 
120 ft., one creature. Hit: 13 (3d8) necrotic 
damage. The target cannot regain hit points until the 
start of its next turn. If the wraith hits an undead 
target, the target also has disadvantage on attack 
rolls against you until the end of wraith's next turn. 


Blight (2/Day). Necromantic energy washes over a 
creature of the necromancer's choice that it can see 
within 30 feet, draining moisture and vitality from it. 
The target must make a DC 15 Constitution saving 
throw. The target takes 36 (8d8) necrotic damage 
ona failed save, or half as much damage ona 
successful one. This spell has no effect on Undead 
or Constructs. If the necromancer targets a plant 
creature or a magical plant, it makes the saving 
throw with disadvantage, and the spell deals 
maximum damage to it. If the necromancer target a 
nonmagical plant that isn’t a creature, such as a tree 
or shrub, it doesn’t make a saving throw; it simply 
withers and dies. 


Spellcasting. The necromancer casts one of the 
following spells, using Charisma as the spellcasting 
ability (save DC 15, +7 to hit with spell attacks): 


At will: inflict wounds 

3/day each: animate dead, bestow curse, darkness, 
fear, vampiric touch 

1/day each: dimension door, dominate person, 
harm 


SKELETON EXECUTIONER 


Medium undead, lawful evil 


Armor Class 17 (half plate) 
Hit Points 52 (8d8 + 16) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
18 (+4) 14(42) 15 (42) 6 (-2) 8(-1) 5 (-3) 


Damage Resistances Resistances 

Damage Immunities poison 

Condition Immunities exhaustion, poison 

Senses darkvision 60 ft., passive Perception 9 

Languages understands all languages it spoke in life 
but can't speak 

Challenge 2 (450 XP) 

ee ————————_ 

Oversized Axe. The skeleton has disadvantage on 

attack rolls made with its oversized great axe. 


Actions 


Oversized Greataxe. Melee Weapon Attack: +6 to hit, 


reach 5 ft., one target. Hit: 17 (2d12 + 4) slashing 
damage. 


SKELETON GUARDIAN 


Medium undead, lawful evil 


Armor Class 20 (plate mail, shield) 
Hit Points 52 (8d8 + 16) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
16 (+3) 1442) 15 (42) 6(-2) 8(-1) 5 (-3) 


Damage Immunities poison 

Condition Immunities exhaustion, poison 

Senses darkvision 60 ft., passive Perception 9 

Languages understands all languages it spoke in life 
but can't speak 

Challenge 3 (700 XP) 


Actions 


Multiattack. The skeleton makes three melee weapon 
attacks, only one of which can be its shield bash 
attack. 


Longsword. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 7 (1d8 + 3) slashing damage, or 
8 (1d10 + 3) slashing damage if wielded with two 
hands. 


Shield Bash. Melee Weapon Attack: +5 to hit, reach 
5 ft., one target. Hit: 8 (2d4 + 3) bludgeoning 
damage. If the target is a Medium or smaller 
creature, it must succeed on a DC 14 Strength 
saving throw or be knocked prone. 


Javelin. Ranged Weapon Attack: +5 to hit, range 
30/120 ft., one target. Hit: 6 (1d6 + 3) piercing 
damage. 


SKELETON ROGUE 


Medium undead, lawful evil 


Armor Class 14 (armor scraps) 
Hit Points 26 (4d8 + 8) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 


10 (+0) 16(43) 15 (42) 6(-2) 8(-1) 8(-1) 
—————— SS 
Skills Deception +3, Stealth +5 
Damage Vulnerabilities bludgeoning 
Damage Immunities poison 
Condition Immunities exhaustion, poison 
Senses darkvision 60 ft., passive Perception 9 
Languages understands all languages it spoke in life 

but can't speak 
Challenge 2 (450 XP) 
———————— 
Cunning Action. On each of its turns, the skeleton 
can use a bonus action to take the Dash, Disengage, 
or Hide action. 


Sneak Attack. The skeleton deals an extra 7 (2d6) 
damage when it hits a target with a weapon attack 
and has advantage on the attack roll, or when the 
target is within 5 ft. of an ally of the skeleton that 
isn't incapacitated and the skeleton doesn't have 
disadvantage on the attack roll. 


Actions 


Multiattack. The skeleton makes two attacks with its 


shortsword or two attacks with its shortbow. 


Shortsword. Melee Weapon Attack: +5 to hit, reach 
5 ft., one target. Hit: 6 (1d6 + 3) piercing damages. 


Shortbow. Ranged Weapon Attack: +5 to hit, range 
80/320 ft., one target. Hit: 6 (1d6+ 3) piercing 
damage. 


Reactions 


Play Dead. When the skeleton takes damage, it can 


pretend to be destroyed. The next attack the 
skeleton makes is made with advantage so long as 
the skeleton doesn't move, take an action, bonus 
action, or reaction before doing so. A creature can 
see through the skeleton's deception by using its 
action and succeeding on a DC 13 Intelligence 
(Investigation) check. 


WEB ZOMBIE 


Medium undead, neutral evil 


Armor Class 8 
Hit Points 22 (3d8 + 9) 
Speed 20 ft., climb 30 ft. 


STR DEX CON INT WIS CHA 


13 (41) 6(-2) 16 (+3) 3 (-4) 6(-2) 5 (-3) 
———————————— 
Saving Throws Wis +0 
Damage Immunities poison 
Condition Immunities poisoned 
Senses darkvision 60 ft., passive Perception 8 
Languages understands all languages it spoke in life 

but can't speak 
Challenge 1/4 (50 XP) 
a ——————————————— 
Spider Climb. The web zombie can climb difficult 
surfaces, including upside down on ceilings, without 
needing to make an ability check. 


Undead Fortitude. \f damage reduces the zombie to 
O hit points, it must make a Constitution saving 
throw with a DC of 5+the damage taken, unless the 
damage is radiant or from a critical hit. Ona 
success, the zombie drops to 1 hit point instead. 


Web Walker. The web zombie ignores movement 
restrictions caused by webbing. 


Actions 


Multiattack. The web zombie makes two slam 
attacks. If both attacks hit a Medium or smaller 
target, the target is restrained by webbing. As an 
action, the restrained target can make aDC 11 
Strength check, bursting the webbing on a success. 
The webbing can also be attacked and destroyed 
(AC 10; hp 5; vulnerability to fire damage; immunity 
to bludgeoning, necrotic, poison, and psychic 
damage.) 


Slam. Melee Weapon Attack: +3 to hit, reach 5 ft., 
one target. Hit: 4 (1d6 + 1) bludgeoning damage 
plus 3 (1d6) necrotic damage. 


OPEN GAMING LICENSE 


The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved. 


1. Definitions: (a)”Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)”Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other forms in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” means to 
reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)”Open Game Content” means the 
game mechanic and includes the methods, procedures, processes and 
routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional 
content clearly identified as Open Game Content by the Contributor, 
and means any work covered by this License, including translations 
and derivative works under copyright law, but specifically excludes 
Product Identity. (e) “Product Identity” means product and product 
line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes and graphics, 
photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, 
personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural abilities 
or effects, logos, symbols, or graphic designs; and any other trademark 
or registered trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically excludes the 
Open Game Content; (f) “Trademark” means the logos, names, mark, 
sign, motto, designs that are used by a Contributor to identify itself or 
its products or the associated products contributed to the Open Game 
License by the Contributor (g) “Use”, “Used” or “Using” means to use, 
Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) “You” or “Your” means 
the licensee in terms of this agreement. 


2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. 
No other terms or conditions may be applied to any Open Game 
Content distributed using this License. 


3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License. 


4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty- 
free, non-exclusive license with the exact terms of this License to Use, 
the Open Game Content. 


5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License 


6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright 
date, and the copyright holder’s name to the COPYRIGHT NOTICE of 
any original Open Game Content you Distribute. 


7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate 
compatibility or co-adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing Open Game Content 
except as expressly licensed in another, independent Agreement with 
the owner of such Trademark or Registered Trademark. The use of 
any Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner of any 
Product Identity used in Open Game Content shall retain all rights, 
title, and interest in and to that Product Identity. 


8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content. 


9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version 
of this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License. 


10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute. 


11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so. 


12. Inability to Comply: If it is impossible for You to comply with any of the 
terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then 
You may not Use any Open Game Material so affected. 


13. Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 
days of becoming aware of the breach. All sublicenses shall survive the 
termination of this License. 


14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable. 


15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, 
Wizards of the Coast, Inc. System Reference Document 5.0 Copyright 
2016, Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy 
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Shrine of the Emperor of Bones. Copyright 2021, Hamrick Brands, 
LLC. Authors: Dave Hamrick, Thomas Gibbons, Wil Savino. 


Tome of Beasts 2. Copyright 2020, Open Design LLC. Authors: 
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